COMMAND • SUMMARY 


ARCHON APPLE 

TO START 

Make sure you have a joystick plugged In, then start the disk as you 
would any other. When the Game Options menu appears, use the 
joystick to move the on-screen hand. Point at the options you want 
and select them by pressing the Joystick button. When you are ready 
to play, point at "Accept the Options, Begin the Bottle** end press the 
button (or Return, on the keyboard). For additional instructions, see 
the manual (inside the front cover of the package). 

Note To use the Two Players, Two Joysticks option, you must have an 
Apple II, 11+ or He and an adopter which will accept two joysticks. 
The adapter must use PDL 2, PDL 3 and PB 1 inputs for the second 
joystick. If you choose one of the other two-player options, see 
Controlling Movement From the Keyboard on the inside of this card. 

ADDITIONAL KEYSTROKE CONTROLS 
Press Esc to pause. Press any key to restart. 

Press Gontrol-R to end a game and return to the game options menu. 

The Theme From Archon music, by T.V. Dunbar, was entered with 
Will Harvey's Music Construction Set. 



ELECTROMCARTS™ 











CONTROLLING MOVEMENT FROM THE KEYBOARD 
Movement from the keyboard is controlled with e set of 9 keys. A 
I Oth key is used to select a piece for movement on the strategy board 
and to fire in the combat arena. 

The computer will present you with a pre-chosen key set (called the 
default set). To change to different keys, point at the word Keyboard 
with the on-screen hand and press the joystick button, then type in 
the keys you want. The cursor will automatically move to the next 
possibility after each one you type. Continue typing until you've 
entered something for all ten keys. Here's how the keys work: 

On the strategy board, use the 9 movement keys to move the selection 
frame in the direction suggested by each key's location. For example, 
if you are using the default set, press the U key to move the frame one 
square diagonally up and to the left, press the i key to move it straight 
up, etc. When the frame is over the piece you want to move, press the 
fire key (the F key in the default set) to select that piece. Then use 
the movement keys to move the piece and press the fire key again 
when you are finished moving. 

In the combat arena, pressing a movement key starts the icon moving 
in the direction of the key. To stop it, press the key in the center of 


the 9 key movement set (the K key in the default set). To change 
direction, press a different movement key. To fire, press the fire key 
and a movement key simultaneously- You will fire in the direction of 
the movement key. 

ABOUT THE LUMINOSITY CYCLE 

As described on page 2 of the manual, some of the squares on the board 
wax and wane between light and dark during the game—an Important 
fact, since light pieces fight better on light squares and dork pieces 
fight better on dork squares. 

The luminosity cycle is at the light peak when the squares that change 
color are the same color as the home square for the Wizard. The 
luminosity cycle is at the dark peak when the squares that change 
color are the same color as the home square for the Sorceress. When 
the cycle reaches a peak, It reverses and begins to change toward the 
opposite peak. 

The direction the cycle is proceeding may be reversed by using the 
Shift Time spell described on page 4 of the manual. If Shift Time is 
cast while the cycle is at a peak, it will shift Immediately to the 
opposite peak. 






Limited Warranty 

Electronic Arts warrants to the original pure baser ofthis computer software product 
that the recording medium on which the software programs are recorded will be 
free from defects In materials and workmanship for ninety days from the date of 
purchase. Defective media returned by the purchaser during that ninety day 
period will be replaced without charge, provided that the returned media have 
not been subjected to misuse, damage or excessive wear 

Following the initial ninety day warranty period, defective media will be replaced 
for a replacement fee of $7.50. 

Defective media should be returned to: Electronic Arts 

390 Swift Avenue 
South San Francisco, CA 94080 

in protective packaging, accompanied by (1) proof of purchase, (2) a brief 
statement describing the defect (3) a $7,50 check (if beyond the Initial ninety day 
warranty period), and (4) your return address. 

WHAT IS NOT COVERED BY THIS WARRANTY 

THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS THEMSELVES, THE 
PROGRAMS ARE PROVIDED "AS IS," 

THIS WARRANTY IS IN UEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIESJNCLU DING IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN 
DURATION TO NINETY DAYS FROM THE DATE OF PURCHASE. ELECTRONIC ARTS SHALL 
NOT BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF ANY 
EXPRESS OR IMPUED WARRANTY. 

Some states do not a I low the exclusion or limitation of Incidental or consequential 
damages or limitations on how long an implied warranty lasts, so the above 
limitation or exclusion may not apply to you. This warranty gives you specific legal 
rights, and you may also have other rights which vary from state to state. Address all 
correspondence ta Electronic Arts, 2755 Campus Drive, San Mateo, California 
94403. Or call us at (415) 572-ARTS, 

Unless Identified otherwise, all programs and documentation are 
01984 Electronic Arts, 


101503 



